Race 


Human 

Your basic human. Two arms, two legs, two eyes. Humans gain no bonuses or 
penalties to their basic statistics, except a 30% resistance to electricity, and gain a 
perk every 3 levels. 


STR PE EN CH IN AG LK 
Minimum 1 1 1 1 1 1 1 
Maximum 10 10 10 10 10 10 10 


Ghoul 

When the bombs hit, some people were irrevocably changed (and not just the ones 
who were disintegrated at ground zero, either). Most Ghouls are humans who were 
alive when the bombs went off, and the radiation altered them significantly. Ghouls 
enjoy an extremely slow cellular mitosis rate, rendering them essentially immune 
to the effects of old age. The radiation also changed their outward appearance, 
forever marking them as outsiders. Their skin ranges from a pale white to dirt 
brown in color, with many variations of green and yellow quite common. Ghouls 
generally look badly burnt and often have long strips of skin that hangs off in 
shredded tatters. When they have hair remaining, it usually grows very, very 
slowly. Some Ghouls were inexplicably merged with plant species, and have shrubs 
and moss growing out of various parts of their bodies. Along with everything else 
about their appearance mentioned above, their decayed, rotting mouths, sunken 
eyes and emaciated frames are enough to cause grown men nightmares. 

Ghouls are forced to live as misshapen outcasts, fully aware of the society they 
were once part of, are also aware they will most likely never again be a part of it. 
For this reason, many Ghouls have formed settlements of their own, or live in 
settlements with humans and Mutants who do not mind their appearance. Unlike 
their legendary namesakes, most Ghouls do not eat human flesh. Some, though, 
are no better than raving, mindless, feral creatures no better than zombies that 
attack and feed on anything that moves too close, giving these unfortunate people 
a gruesome reputation. Ghouls require a small amount of radiation to survive, and 
for this reason, one can often find a population of Ghouls around leaky nuclear 
reactors or skirting an impact crater from the war. 

Ghouls gain a perk every 4 levels and have a natural 80% Radiation Resistance 
bonus along with a 30% Poison and Electricity Resistance bonus. Luckily, Ghouls 
can wear most kinds of armor that was made to fit most humans. 

Ghouls age very slowly, and their lifespan is a whopping 300 years past when they 
were exposed to the radiation. Their unnaturally long lifespan does not mean that 
they can't be killed by other means, however, and Ghouls are just as vulnerable to 
disease, falls, and bullets as everyone else. Whether or not Ghouls can reproduce 
is a subject open to scientific debate. Some Ghouls have achieved a radiation level 
that causes them to glow and emit dangerous levels of radiation. 


STR PE EN CH IN AG LK 
Minimum 1 4 1 1 2 1 5 
Maximum 10 13 10 7 10 7 13 


Super-Mutant 


Super Mutants (or just Mutants, as they prefer to call themselves) are not the 
product of radiation, but are a race created by one person, the insane inhabitant of 
a particular Vault who wanted to create a master race. Using biological research 
from a prewar military installation, he discovered the Forced Evolutionary Virus 
(FEV) and began performing experiments on people. After dipping the person in a 
vat containing the FEV, they would emerge and undergo an intense physiological 
change. They grew stronger, tougher and generally more intelligent, substancially 
gaining in height and stature. Armies of these Super-Mutants were once slaves to 
this Master and his dream to dip every human on the planet, but the Master was 
eventually killed and the Mutants freed (although to hear them tell it, the Master 
was more of a Messiah than a madman). 

Unfortunately, like Ghouls, Mutants are largely outcast from human society. Many 
of them prefer it this way, looking on human society as diseased or inferior because 
of the prejudice and corruption that still exist. Mutants were once part of what 
they see as an attempt to finally unite humanity and overcome humankind's 
weaknesses, and it is rumored that vats of the FEV virus still exist, and a Mutant 
society is at work attempting to achieve this goal, even after the Master's death. 
Some variations of the FEV virus exist that cause different mutations. 

Again, like Ghouls, Mutants age very slowly, but not as slowly as their cousins. 
Mutants are generally huge, easily reaching 2.8 to 3 meters in height, weigh up to 
350 pounds, and come either male or female. Their skin is usually a greenish 
yellow color, and various bunions and growths cover their bodies. They have hair in 
all the usual places, but it usually grows slowly (a result of the slowed cellular 
mitosis from the FEV virus). Although sterile for a long time after the dipping, 
some Mutants can eventually have children, but strictly among themselves. 
Mutants cannot easily use small arms, their fingers and hands are just too large. 
They benefit from an additional 2 hit points per level, and gain a perk every 4 
levels. Mutants possess a 50% Radiation Resistance bonus and a 20% Poison 
Resistance bonus. They also have an innate Damage Resistance of 20-50% (1d4+1 
X 10%), and a Damage Threshold of 2-5 (1d4+1), for all types of attacks. Mutants 
can easily live 250 years beyond when they were dipped. Mutants born rather than 
dipped mature at a slower rate than a human does, and generally live around 350 
years. Mutants cannot wear armor designed for humans, they need armor 
designed specifically for them. 


STR PE EN CH IN AG LK 
Minimum 5 1 4 1 1 1 1 
Maximum 13 11 11 7 10 8 10 


Deathclaws 

Deathclaws are a race of large, mutated, semi-intelligent reptilian creatures. They 
walk on two legs, stand more than three meters tall in adulthood, and have scaly 
skin ranging from brown to brownish-yellow to light yellow. They have long, sharp 
horns growing from the front of their heads. Many different varieties of 
Deathclaws exist. Some are larger than others, with more horns and fangs than 
any one thing should have, others are extremely quick, agile and stealthy. Other 
Deathclaws have been known to possess greater Intelligence than is normal. The 
hide of most Deathclaws is very tough and leathery, although a few packs of 
Deathclaws in the Midwestern and Eastern United States have fur, having adapting 
to the more extreme climate conditions found there. 


Deathclaws usually live in large packs with dozens of individuals, and spend most 
of their time protecting the egg-laying females and hunting, though some are 
known to be solitary creatures and are found individually. They can communicate 
quite effectively with each other, and can use simple battle plans. One pack of 
Deathclaws, the Grey pack of Northern California, was the subject of scientific 
intelligence-creating experiments, and its members are far smarter than the 
average Deathclaw. These Deathclaws are intelligent enough to learn human 
languages, although some of the time they cannot grasp the finer meanings of 
words with multiple meanings. Their voices are often deep, gravelly, and some 
individuals are prone to affecting strange accents. 

Deathclaws get their name from the sharp, footlong bony claws growing from their 
fingers. This means that they always have a weapon. It also means they have 
difficulty using any other weapons besides their claws. Deathclaws cannot usually 
wear armor, but have thick, protective hides. 

Deathclaws are some of the most hated, feared, and misunderstood creatures in 
the wastes. When walking among humans, an appropriate disguise such as a loose- 
fitting robe with a cowl is an absolute necessity. Most people will simply attack a 
Deathclaw on sight, or attempt to run away. 

Deathclaws usually stand about three meters tall, but some specimens have been 
found to reach four and a half meters in height. Most of these creatures weigh up 
to 400 pounds. 

Deathclaws gain 2 extra hit points per level and a receive perks every 4 levels. In 
addition, they enjoy a +5 melee damage bonus, a +2 to AC and receive a +15% 
bonus to Damage Resistance for all types of attacks. 

Deathclaws only live for 25 years, and reach maturity around 8 years. 


Deathclaw Attacks 

Claw Rake (Unarmed): Dmg. 3d8+MD AP S: 3 T: N/A B: N/A 

Claw Grab (Unarmed): Dmg. 2d10+MD AP S: 3 T: 4 B: N/A 

Horn Gore (Unarmed): Dmg: 2d8+MD, 75% chance of knockdown. AP S: 4 T: N/A 
B: N/A 


STR PE EN CH IN AG LK 
Minimum 6 4 1 1 1 6 1 
Maximum 14 (12) 12 13 (11) 3 4 (8) 16 10 
The numbers in parenthesis in the table above are for Grey Pack Deathclaws. 


Dogs 

Dogs are four-legged, furry, slobbering beasts. Most are extremely good-natured 
and friendly, although quite a few feral packs roam the wasteland. They are usually 
loyal and loving to individual humans or families, who usually return that kindness 
and affection, sometimes showing their love through gifts of food and milkbones. 
Dogs in Fallout are no different than their real-world counterparts. They can reach 
heights of 1.5 m at the shoulders, and walk on all fours. Most are covered with fur, 
ranging in color from white to brownish-tan to black, and usually a combination of 
anything in between. Since Dogs have no opposable thumbs, they cannot use 
weapons or tools of any kind, and they cannot communicate except by barking, 
wagging their tails, pointing with their snouts, or something similar. Dogs cannot 
use armor unless it is specially made for them, and they cannot carry items unless 
someone fits them with some kind of pack that allows them to. Even then, they 


cannot pick anything up on their own, except in their mouth. For these reasons, 
Dogs are very difficult to role-play well, and the GM and players should take this 
into consideration before allowing a player to create a Dog character. 

Dogs usually live between 10 and 15 years, and weight anywhere from 30 pounds 
to 150 pounds. Dogs gain perks starting at fourth level, and every 2 levels after. 
They have a Damage Resistance of 10-20% (5d3+5%) for all types of attacks. They 
gain no other bonuses. It’s a Dog’s life. 


Dog Attacks 

Snapping Bite (Unarmed): Dmg. 2d6+MD. AP S: 3 T: 4 B: N/A 

Lunging Bite (Unarmed): Dmg. 1d8+MD. AP S: 4 T: N/A B: N/A, 50% chance of 
knockdown. 


STR PE EN CH IN AG LK 
Minimum 1 4 1 1 1 1 
Maximum 7 14 6 5 3 15 10 


m. 


Robots 

Before the War, several companies and research facilities were manufacturing 
various Robots. These machines were not exactly given artificial intelligence, but 
had incredibly fast super-computers that allowed them to reason on the same level 
as many humans (and, in some cases, to reason better than their manufacturers). 
Few Robots have actual brains installed. Robots are very rare in the Fallout 
universe, and should only be played as characters if it fits the plot of the campaign. 
They almost always come from high-tech areas or installations, and are usually 
only part of an adventuring party that come from or have passed through such 
areas. 

Robots can communicate with humans using memorized speech patterns, and even 
have some of their own unique Traits (see Traits). Many people in the wastes will 
find speaking Robots to be more of a curiosity and will not deal with one unless it 
is part of a larger group. Such people simply do not recognize Robots as a thinking, 
reasoning beings. 

Robots cannot wear armor, but often armored. They can use most weapons and 
tools, and some even come with built-in weaponry systems (like energy weapons) 
and shock-defenses. Robots require some regular maintenance, which they can 
usually perform themselves. 

A Robot must perform, or have someone else do, a maintenance check at least 
once a month on them, which involves a 12 hour (minimum) system examination, 
routine repair and module diognostic. Those performing this duty must roll a 
successful Science and Repair skill check. If this maintenance is not successfully 
performed, the Robot could begin taking 1d10 points of damage each day beyond 
the deadline because of needed repairs. 

Robots take damage as normal, but they do not usually heal hit points back over 
time (see Healing). Instead, Robots must be repaired. A successful use of the 
Science skill on a Robot will act like a successful use of the First Aid skill on a 
flesh-and-bone character, healing 1d10 hit points. In addition, if the Robot has a 
crippled limb or other condition such as blindness, it requires a successful Repair 
check to fix that condition. For more details, see Healing. 

Robots stand approximately 2 meters tall, but can vary in size from 1 meter to 3 
meters, and usually weight from 300-400 pounds. They are made of metal and 


silicon, and are usually a white, light tan, light grey, silver-grey, silver or black in 
color. 

Robots are immune to the effects of radiation, poison, gas attacks, and chems. The 
typical Robot never gains perks. Robots have a Damage Resistance of 30-60% 
(1d4+2 X 10%), and a Damage Threshold of 2-8 (2d4), for all types of attacks 
except EMP. Unfortunately Robots are usually extremely affected by pulse (EMP) 
weapons, meaning they suffer a -50% resistance to electricity and receive double 
damage from such attacks. Robots have a battery that generally lasts anywhere 
from 75 to 150 years. Of course, that battery can be replaced, effectively allowing 
the Robot to continue operating forever, so long as it continues to get a fresh 
power supply. 


Robot Attacks (Standard) 
Arm Pummel (Unarmed): Dmg. 3d10+MD AP S: 3 T: N/A B: N/A 
Hydrolic Grasp (Unarmed): Dmg. 2d10+MD AP S: 3 T: 4 B: N/A 


Robot Attacks (Optional) 

Hand-Attached Taser (Melee Weapons): Dmg. (1d10+5)+MD AP S: 3 T: 4 B: N/A 
This weapon holds 5 charges and takes 1 turn to recharge. 

Forearm-Attached Weak Beam Laser (Energy Weapons): Dmg. 2d10+MD AP S: 3 T: 
4B: N/A 

This weapon fires single shot only, holds 3 charges and takes 1 turn to recharge. 
Forearm-Attached Strong Beam Laser (Energy Weapons): Dmg. 2d10+MD AP S: 3 
T: 4 B: N/A 

This weapon fires single shot only, holds 2 charges and takes 1 turn to recharge. 
Forearm-Attached 40mm Grenade Launcher (Small Guns): Dmg. 2d10+MD AP S: 3 
T: 4 B: N/A 

This weapon fires single shot only, holds 5 shots and takes 4 AP to reload. 
Forearm-Attached Flamer (Big Guns): Dmg. 2d10+MD AP S: 3 T: 4 B: N/A 

This weapon fires single bursts only, holds 2 shots of flamer fuel and takes 4 AP to 
reload. 

Forearm-Attached Rocket Launcher (Big Guns): Dmg. 2d10+MD AP S: 3 T: 4B: 
N/A 

This weapon fires single shot only, holds 2 rockets and takes 4 AP to reload. 
Shoulder-Mounted Net Cannon (Big Guns): Dmg. 2d10+MD AP S: 3 T: 4 B: N/A 
This weapon fires single shot only, holds 1 net and takes 1 turn to reload. 
Shoulder-Mounted Rocket Launcher (Big Guns): Dmg. 2d10+MD AP S: 3T: 4B: 
N/A 

This weapon fires single shot only, holds 5 rockets and takes 1 turn to reload. 
Shoulder-Mounted Plasma Cannon (Energy Weapons): Dmg. 2d10+MD AP S: 3 T: 4 
B: N/A 

This weapon fires single bursts only, holds 3 charges and takes 1 turn to recharge. 
Shoulder-Mounted Gatling Laser (Energy Weapons): Dmg. 2d10+MD AP S: 3 T: 4 
B: N/A 

This weapon fires a 10 shot burst, holds 3 charges and takes 1 turn to recharge. 


Robot Defenses (Optional) 

Electrical Response System (Automatic Electrical Response When Touched, 
4d3+10) 

Electrical Pulse System (Effectively Doubles Damage Resistance and Damage 


Threshold) 


STR PE EN CH IN AG LK 
Minimum 7 7 7 1 1 1 
Maximum 12 12 12 1 12 8 


Primary Statistics 

After making a character concept, choosing a race, and picking a trait or two, the 
player must decide on a character's Primary Statistics. Primary Statistics influence 
the Secondary Statistics (see below), and are sometimes rolled against to 
determine different effects (Perception to notice a thief filching your wallet, etc). 
All characters start life average - that is, they have 5 in every Primary Statistic. 
The player then has 5 character points to distribute as he or she sees fit among the 
Statistics. In addition, Statistics may be subtracted from if the player wants to add 
to another Statistic. This can be done so long as points are not lost (i.e., if a point is 
subtracted it must be added somewhere else). Statistics can never go below racial 
minimums and can never go above racial maximums. Sometimes, this means that a 
Stat must be adjusted up or down, and the numbers must be re-distributed to other 
Stats. Note: If you choose a trait that effects a Statistic, keep this in mind as you 
are distributing your points; traits cannot (usually) raise Stats above racial 
maximums or lower Stats below racial minimums, either, so there is no use in 
wasting a points! Remember to adjust Statistics for Traits after assigning your 
points. 


Primary Statistics: Descriptions 
A complete description of Primary Statistics, with their use, is provided below. 


STRENGTH (ST) 

Raw physical strength. A high Strength is good for physical characters. A measure 
of your character's physical build and muscle power, a high Strength character 
probably spent a lot of time in the gym at high school. Characters with low 
Strength probably got beat up by the characters with high Strength. This statistic 
is used in the secondary statistics Carry Weight, Melee Damage, and Hit Points. All 
weapons have a minimum Strength requirement as well. Rolls against Strength are 
used when characters try to break doors down, bend the bars on their prison cell, 
and do other feats that require sheer muscle power. 


PERCEPTION (PE) 

The ability to see, hear, taste and notice unusual things. A high perception is 
important for a sharpshooter. Perception is your character's awareness of things 
around him. Perceptive characters notice details instantly, like smells, sounds, and 
sights that don't fit a normal picture. Perceptive characters tend to be able to read 
another person's reactions, and can even tell when another person is lying. Highly 
perceptive characters are private investigators. Characters with low Perception 
walk about in their own little world. This statistic is used in the Sequence 
secondary statistic, and in several skills such as Lockpick, Traps, First Aid, and 
Doctor. The primary use of this statistic is to determine the maximum distance 
your character can shoot a ranged weapon effectively. The better the score, the 
farther you can accurately shoot. A high Perception is imperative for a sniper. Rolls 
against Perception are used when there is a little detail the character has a chance 


of noticing, such as the glisten off the scope of the sniper taking an aim at his or 
her head. 


ENDURANCE (EN) 

Stamina and physical toughness. A character with a high Endurance will survive 
where others may not. Endurance also measures overall health. Characters with a 
high Endurance have great immune systems, good cardiovascular fitness, and can 
outrun and outswim others. Characters with high Endurance can swim across the 
English Channel. Characters with low Endurance can drown in the kiddie pool. The 
Hit Point, Poison Resistance, Radiation Resistance, and Healing Rate secondary 
statistics are based on Endurance. Endurance is used to determine if burst hits 
knock characters down, or even unconscious (see Knockdowns in Combat Part II: 
Damage). Rolls against Endurance determine things like whether your character 
can resist the deadly cloud of bacteria that renegade scientist just sprayed into the 
corridors. 


CHARISMA (CH) 

A combination of appearance and charm. A high Charisma is important for 
characters that want to influence people with words. Charisma is how physically 
attractive your character is, and how adept they are at knowing exactly what to say 
and do in social situations. Beauty as well as grace and leadership ability 
contribute to Charisma. A Charismatic character will be the leader of the pack, and 
everyone will follow his or her orders. John F. Kennedy was Charismatic; Dan 
Quayle was not. No secondary statistics are based on Charisma. It heavily 
influences Barter and Speech skills, as well as NPC reactions. Rolls against 
Charisma are made when a character is attempting to schmooze past some guards 
or trying to pick someone up in a bar. 


IINTELLIGENCE (IN) 

Knowledge, wisdom and the ability to think quickly. A high Intelligence is 
important for any character. Intelligence means reasoning power. Characters with 
high Intelligence have better memories and are better at solving problems than 
people with low Intelligence. Albert Einstein, Napoleon, and Alexander the Great 
had high Intelligence. General Custer and Forrest Gump did not. No secondary 
statistics are based on Intelligence. Many of the non-combat skills use it for their 
base values, however. Intelligence also determines the number of skill points your 
character gains each level (see Advancement under Part III). Rolls against 
Intelligence are made when characters are attempting to guess a password or 
determine the sequence of electric charges running through the pattern on the 
floor. 


AGILITY (AG) 

Coordination and the ability to move well. Agility is important for any active 
character. Agility measures the speed of a character's reactions. More or less, 
Agility describes how quickly an impulse is received by the brain, is encoded into 
the appropriate message, travels through the Central Nervous System, and 
reaches the character's arm, which appropriately jerks out of the way right before 
a bullet hits it. Characters with high Agility are jugglers and acrobats. Characters 
with low Agility dance with two left feet. This statistic is the basis for the Armor 
Class and Action Point secondary statistics, and has an effect on Sequence. It 


modifies the greatest number of skills as well, especially combat skills. Rolls 
against Agility are made when your character dodges a poison dart trap or 
attempts to jerk his arm out of the sewer before a mutated rat bites it off. 


LUCK (LK) 

Fate, Karma. An extremely high or low Luck will affect the character somehow. 
Events and situations will be changed by how lucky (or unlucky) your character is. 
Perhaps the most ambiguous statistic, Luck is everything and nothing. Characters 
with a high amount of Luck just tend to have things go their way, and characters 
with a low amount of Luck always seem to be standing under the scaffolding just 
when someone drops that brick. Luck directly affects the Critical Chance 
secondary statistic as well as influences the Gambling skill. Rolls against Luck are 
made at the GM's discretion; Luck rolls can determine if, when your character is 
out of ammo and lying half-unconscious on the ground, he happens to find that 
loaded shotgun lying concealed and forgotten in the dust. 


Secondary Statistics 

After the Primary Statistics are determined, the player needs to determine the 
Secondary Statistics. Remember that racial and trait bonuses and penalties need to 
be applied to Secondary Statistics. Formulae for determining initial levels of 
Secondary Statistics are given with the description of each stat. Secondary 
Statistics are in different places on the character sheet, usually grouped together - 
protective stats are all in one place, and attacking stats are in another. 


HIT POINTS (HP) 

How much damage your character can take before dying. Perhaps the most 
important statistic in the game, as hit points determine whether your character is 
alive and breathing or dead. Dead characters cannot be played or revived, ever. 
Unless their brain were to be put into a robot body, but then that would be 
considered a different character... Hit points can be recovered with time, drugs, 
the correct skills, or an able doctor. The base number of hit points is 15 + (STR + 
(2 X EN)). In addition, a character gains more maximum hit points for every level 
equal to 3 + 1/2 EN, rounded down (see Advancement in Part III). It should go 
without saying that hit points can never be healed above the maximum. 


Note 

If hit points drop to zero, your character does not die instantly. A character whose 
hit points are between 0 and -5 is knocked unconscious; they slump to the ground 
and cannot move. That character begins to recover hit points as if they were 
resting (see Healing Rate). That means that an unconscious character will 
eventually wake up, although it may take several hours or even days. Until then, 
they must be carried or protected until recovery. For more information, see 
Damage and Death in Part III. 


ARMOR CLASS (AC) 

Modifies the chance to hit this particular character. Maybe the second most 
important statistic in the game, Armor Class reduces the amount of damage your 
character takes from things that seek to harm her. Armor Class is measured as a 
percentage. Your character's base Armor Class is equal to her Agility. In addition, 
any armor she is wearing can make her Armor Class even higher. For instance, if 


your character's Agility is 6 and she dons a leather jacket with an armor class of 5, 
her AC is now 11(%). Armor class affects the chance to hit; in the above example, if 
the mutant sniper was trying to take a potshot at the girl in the spiffy leather coat, 
his chance to hit would be reduced by 11%. 


ACTION POINTS (AP) 

The number of actions the character can take during one combat turn. This is 
perhaps the third most important statistic in the game, as it may mean the 
difference between reloading your gun and firing that final shot, or staring at your 
empty sidearm as a rocket explodes in your chest. Moving one hex (one meter) 
costs 1 AP. Reloading a weapon often takes 2 APs. Firing off a shot often takes 5 
AP. Base Action Points are equal to (AG / 2) +5 (round down). See the chart below 
for determining APs, based upon Agility: 


Agility APs 

1 5 

2-3 6 

4-5 7 

6-7 8 

8-9 9 

10 10 

CARRY WEIGHT 


The maximum amount of equipment your character can carry, in pounds. How 
much equipment your character can carry on his back, in his pockets, or in his 
backpack and fanny pack. Every item in the game weighs something. Carry Weight 
is 25 lbs + 25 X STR. A character with 6 STR can carry 175 lbs of equipment. Now, 
finding room for that much stuff may be a problem... 


MELEE DAMAGE (MD) 

The amount of bonus damage your character does in Hand-to-Hand combat. The 
harder your character hits, the more Melee Damage dealt. Strong characters can 
hit very hard. Starting melee damage is equal to Strength - 5, with a minimum of 1 
point. See the chart below for determining MD, based upon Strength: 


Strength Melee Damage 
1-6 


(<e) 
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and so on... 


POISON RESISTANCE 

Reduces poison damage by this amount. Even in the post-nuclear world, there are 
certain chemicals that just don't mix well with human anatomy. Poison resistance is 
equal to 5 X EN. A character with an Endurance of 6 will have a 30% Poison 
Resistance. That means they have a 30% chance of antibodies eliminating the 


poison. See Poison Damage in Combat: Damage and Death in Part III. 


RADIATION RESISTANCE 

The amount of radiation you are exposed to is reduced by this percentage. 
Radiation Resistance can be modified by the type of armor worn, and anti-radiation 
chems. In the post-nuclear world, radiation is always a concern. Some places are 
naturally radioactive, like the blast centers where nukes went off. Some are more 
radioactive than others; near the center of the blast, you are guaranteed to find 
more rads than 5 miles away. Radiation Resistance is equal to 2 X EN. It can be 
increased with chems (see Equipment: Chems) and with certain kinds of armor 
(see Equipment: Armor). A character with an 8 EN has 16% radiation resistance. 
This means that 16% of the rads that hit his skin do not go in. If he was standing at 
the rim of a blast crater and was taking 1000 rads every ten minutes (!), only 840 
of those rads would enter his body. That still means he's going to glow like a 
lightbulb, but his skin won't fall off - right away. 


GAS RESISTANCE 

One of the nastier weapons in the wastes, gas attacks can cause massive amounts 
of damage to a large number of people, or cover a large area in a relatively small 
amount of time. Some gasses do not damage a target, but are merely designed to 
incapacitate it. Gas Resistance is based entirely on armor, race, and equipment. 
There are two kinds of gas attacks: Inhaled and Contact gasses. Inhaled gasses 
must enter the lungs before causing ill effects; Contact gasses are more like clouds 
of acid vapor, damaging any biological substance they come into contact with. Gas 
resistance protects against Inhaled and Contact gasses, and is given in a percentile 
number. Unless the character is a robot, they always begin play with nothing in 
Gas Resistance. 


ELECTRICITY RESISTANCE 

This measures how resistant a character is to electricity. Whenever the character 
takes damage from electricity, the amount of damage is reduced by their electricity 
resistance (a percentage). Unless a character’s race has built-in electrical damage, 
this number always starts at 0. 


DAMAGE RESISTANCE 

Any damage taken is reduced by this amount. Damage Resistance can be increased 
by wearing armor. Unless the character has some built in damage resistance 
because of race, this usually begins at zero. Note that there are five different areas 
under the Armor heading on the Character Sheet for four different kinds of 
Damage Resistance. There are actually five different kinds of Damage Resistance, 
and Electrical Resistance should have been included. See Before Combat: Wearing 
Armor in Part III. 


DAMAGE THRESHOLD 

Damage Threshold represents the actual amount of damage that a piece of armor 
can stop. Note that on the character sheet, there is no Damage Threshold under 
Secondary Statistics; rather, it is under Armor. A character does not have any 
actual Damage Threshold until he or she is wearing armor of some kind. See 
Before Combat: Wearing Armor in Part III. 


SEQUENCE 

Determines how soon in a combat turn your character can react. Sequence 
determines who goes first in a combat round. Of course, if you are the one 
initiating the combat, you automatically get to go first (you sneak up on a guard 
and blast him in the face), but all the combat turns after that get broken down by 
Sequence, with highest Sequence going first, and so on down the line (see Combat: 
Sequence in Part III). Sequence is equal to AG + PE. 


HEALING RATE 

Life possesses the remarkable ability to heal itself naturally. Your character's 
Healing Rate is the number of hit points they heal naturally in a day (24 hours) of 
activity, or in six hours of resting. Initial Healing Rate is equal to 1/3 EN (round 
down). Use this table to determine healing rate, based upon Endurance. 


Endurance Healing Rate 


1-5 1 
6-8 2 
9-10 3 
11+ 4 


A character with 7 EN would have a healing rate of 2 and heal 2 hit points in a 24- 
hour period where they were active (fighting, walking around, etc) and will heal 8 
hit points in any 24 hour period where they are resting (sleeping, watching TV, 
etc.) See Healing under Combat: Damage and Death in Part III. Note that Robots 
do not naturally heal themselves, and therefore automatically have a Healing Rate 
of “0”. 


CRITICAL CHANCE 

The chance to cause a critical hit in combat is increased by this amount. This is the 
base chance to cause a critical hit in combat. High weapons skills and weapons of 
high quality can modify this number later. If a to-hit roll is successful and low 
enough that it fell within the character’s Critical Chance, the hit becomes critical 
(see Combat: Chance for Criticals in Part III). A base Critical Chance is equal to a 
character's Luck. A character with 3 Luck has a 3% base chance to critical hit. 


Traits 

Traits are an optional part of the character creation process. They simply describe 
an aspect of the character's personality or physical description, and permanently 
affect things like Skills, Primary Statistics, and Secondary Statistics. Some Traits 
are not available to every race, and some Traits are only available to robots or 
animal races. 


A character can choose up to two Traits. A character can never have more than 
two Traits. 


Fast Shot 

You don't have time for a targeted attack, because you attack faster than normal 
people. You cannot perform targeted shots, but all attacks cost one less action 
point to perform. Deathclaws and Dogs cannot choose this Trait. 


Bloody Mess 

By some strange twist of fate, people around you die violently. You always see the 
worst way a person can die. This does not mean you kill them any faster or slower, 
but when they do die, it will be dramatic. Exactly how dramatic is up to the GM. 


Finesse 

Your attacks show a lot of finesse. You don't do as much damage, but you cause 
more critical hits. All of your attacks lose 25% of their damage but you gain a 10% 
bonus to Critical Chance. 


Small Frame 

You are not quite as big as everyone else, but that never slowed you down. You 
can't carry as much, but you are more agile. You get a 1 point bonus to Agility, but 
your Carry Weight is reduced by 50lbs. Only Humans and Ghouls can choose this 
Trait. 


Bruiser 

A little slower, but a little bigger. You may not hit as often, but they will feel it when 
you do! Your total action points are lowered, but your Strength is increased. You 
get a 2 point bonus to Strength, but loose 2 Action Points. Ghouls and Dogs cannot 
choose this Trait. 


Gifted 

You have more innate abilities than most, so you have not spent as much time 
honing your skills. Your statistics are better than the average person, but your 
skills are lacking. All Stats get a +1 modifier, but all skills get a 10% penalty and 
you receive 5 less Skill Points per level. Robots cannot choose this Trait. 


Skilled 

Since you spend more time improving your skills than a normal person, you gain 
more skill points. The tradeoff is that you do not gain as many extra abilities. You 
will gain a perk at one level higher than normal. For example, if you normally 
gained a perk every 4 levels, you would now gain a perk every 5 levels. You will get 
an additional 5 skill points per new experience level, and a one-time bonus of 
+10% to your skills when you begin the game. Deathclaws, Dogs and Robots 
cannot choose this Trait. 


One Hander 

One of your hands is very dominant. You excel with single-handed weapons, but 
two-handed weapons cause a problem. You have a 40% penalty to hit with two- 
handed weapons, but get a 20% bonus to hit with weapons that only require one 
hand. Deathclaws and Dogs cannot choose this Trait. 


Jack of all Trades 

You never concentrated on any one (or three) skills at a time to master it in its 
entirety, rather you dabbled in everything thus gaining familiarity in every skill but 
not expertise. You start without any tag skills, but you get a 5% bonus to all your 
skills, as well as receive 5 additional skill points every level. The downside is, no 
more than 10 skill points can go to any one skill after each level gain. Only Humans 
and Ghouls can choose this Trait. 


Lucky Streak 

Your luck, whether good or bad, tends to occur in runs. When an attack hits or you 
score a critical success in combat, your next attack will also be a hit or critical 
success. However when you miss or suffer a critical failure in combat, your next 
attack will also miss or cause a critical failure. 


Sex Appeal 

This Trait increases your chances of having a good reaction with members of the 
opposite sex. Unfortunately, this Trait tends to annoy members of your sex. Jealous 
twits. When interacting with members of the opposite sex, you gain a 1 point bonus 
to Charisma for reactions only. When making Speech and Barter rolls, you gain a 
40% bonus for each. When interacting with members of the same sex, you have a 1 
point penalty to Charisma for reactions only and have a 40% penalty to both 
Speech and Barter rolls. Only Humans can choose this Trait. 


Fast Metabolism 

Your metabolic rate is twice normal. This means that you are much less resistant to 
radiation and poison, but your body heals faster. You get a 2 point bonus to Healing 
Rate, but your Radiation and Poison Resistance start at 0% (racial modifiers are 
added after this penalty). Robots cannot choose this Trait. 


Jinxed 


The good thing is that everyone around you has more critical failures in combat. 
The bad thing is - so do you! If you or a non-player character have a failure during 
combat, there is a greater likelihood that the failure will be upgraded (or is it 
downgraded) to a critical failure. Critical failures are bad: weapons may explode, 
you may attack the wrong target, you could lose part of your turn, or any of a wide 
range of bad things. Failures are 50% more likely to become critical failures 
around the character or anyone else in combat. 


Good Natured 

You studied less-combative skills as you were growing up. Your combat skills start 
at a lower level, but First Aid, Doctor, Speech, and Barter are substantially 
improved. Those skills get a 15% bonus. You get a 10% penalty to starting combat 
skills (Small Guns, Big Guns, Energy Weapons, Unarmed, Melee Weapons, 
Throwing). This is a one-time bonus. Deathclaws, Dogs and Robots cannot choose 
this Trait. 


Night Person 

As a night-time person, you are more awake when the sun goes down. Your 
Intelligence and Perception are improved at night but are dulled during the day. 
You get a -1 penalty to these Statistics from 6:00 in the evening through the rest of 
the night, and a +1 bonus to these Stats from 6:00 in the morning on through the 
day. Note that the bonus cannot take IN and PE above the character’s racial 
maximum or below the character’s racial minimum. Robots cannot choose this 
Trait. 


Heavy Handed 


You swing harder, not better. Your attacks are very brutal, but lack finesse. You 
rarely cause a good critical hit, but you always do more melee damage. You get a 
+4 bonus to Melee Damage, but your critical hits do 25% less damage, and are 
25% less likely to cripple a limb or cause unconsciousness. Dogs cannot choose 
this Trait. 


Kamikaze 

By not paying attention to any threats, you can act a lot faster in a turn. This 
lowers your armor class to just what you are wearing, but you sequence much 
faster in a combat turn. You have no natural Armor Class, and must wear armor to 
have an AC. Your sequence gets a +5 bonus. 


Chem Reliant 

You are more easily addicted to chems. Your chance to be addicted is twice normal, 
but you recover in half the time from their ill effects. Robots cannot choose this 
Trait. 


Chem Resistant 
Chems only effect you half as long as normal, but your chance to be addicted is 
only 50% of normal. Robots cannot choose this Trait. 


Tech Wizard 

You spent your formative years hunched over a bench learning all about the way 
things work. The trouble is that you’ve ruined your eyes! You get a +10% bonus to 
Science, Repair, and Lockpick skills, but you lose 1 Perception. Deathclaws and 
Dogs cannot choose this Trait. 


Fear the Reaper 

You have cheated death! You gain perks as if you were a human, but you are now 
on death’s short list. This means that once a month, you must roll against Luck or 
else drop dead. Only Ghouls can choose this Trait. 


Ghoul-Ger Counter 

You are more sensitive to radiation than others of your kind, with the upside that 
you can recognize its effect early enough to do something about it. You get a 20% 
penalty to your Radiation Resistance but gain the ability to determine the amount 
of radiation in the environment and from which direction it is coming from. Note 
that it is the discretion of the GM whether on not to allow use of this ability when 
the player is using an environmental armor or the like. It can be argued that since 
he is protected from radiation, he wouldn't be able to feel it to use this. Only 
Ghouls can choose this Perk. 


Glowing One 

Extreme radiation exposure has left you glowing in the dark. Your glow extends out 
in at least a five-hex radius and eliminates modifiers from light in combat when 
making Unarmed, Melee and Ranged attacks against targets within the illuminated 
area. In addition, you gain a +50% bonus to Radiation Resistance, but everyone 
around you takes 10 rads per hour (see Radiation under Damage and Death). Only 
Ghouls can choose this Trait. 


Ham Fisted 

Genetic engineering - or dumb luck - has endowed you with huge hands. You get a 
free tag skill in Unarmed, but you suffer a -20% penalty to Small Guns, First Aid, 
Doctor, Repair, Science, and Lockpick Skills. Only Mutants can choose this Trait. 


Vat Skin 

Other people find you hideous to behold and disgusting to smell after your dip in 
the FEV vats. The good news is that you gain a +10 bonus to your Armor Class 
thanks to your extra-tough skin. The bad news is that everyone within ten hexes of 
your location, friend and foe, suffers a -1 penalty to Perception (you are 
unaffected). Only Mutants can choose this Trait. 


Domesticated 

You have undergone extensive house training and have developed an above- 
average Intelligence. Your IN is raised by 1, and can even go above your racial 
maximum, but you get a -2 penalty to Melee Damage. Only Deathclaws and Dogs 
can choose this Trait. 


Horny Little Devil 

Nature has deemed it fit to grant you an extra double helping of horns, spurs, 
claws and other irregular bone protrusions. It makes you a handful in combat but 
gives you a diabolical appearance that does you no favor in social settings. You 
receive a 1 point penalty to Charisma, however you get a +2 bonus to your Melee 
Damage, +1 to range in HtH/melee, and +1 Damage Threshold to Normal, Laser, 
Fire, Plasma and Explosion Damage. Only Deathclaws can choose this Trait. 


Rabid 

You are a half-crazed, feral killing machine. You are not affected by crippled limbs 
(blindness still affects you normally, as would losing a limb), and any time you kill 
an opponent in combat you get an extra attack (limited to one) for that round. 
Chems, including stimpaks, have the minimum if any effect on you. Only 
Deathclaws and Dogs can choose this Trait. 


Retriever 

Fetch the stick! Ingrained reflexes are so hard to ignore, you act before you think. 
This means you get a +1 bonus to your Agility because of your fetching skills, but 
your first reaction is to fetch any thrown objects (even in combat.) If the character 
has yet to spend their Action Points during a round that an object is thrown, the 
character will use some or all of those AP in chasing after that object. Hopefully 
nobody starts tossing grenades around. Only Dogs can choose this Trait. 


Runt of the Litter 

You were born smaller than the rest of your brood. You might be a bit weaker, but 
you have since learned that bigger isn’t always better. Your smaller size has made 
you quicker in combat and that much harder to hit by your foes. Also, humans 
don't put as much effort hunting scrawnier pups for meat. You receive a 1 point 
penalty to Strength and Endurance but you receive an extra point in Agility and a 
+10 bonus to AC. Only Deathclaws and Dogs can choose this Trait. 


Auto Repair Functions 


Truly on the cutting edge of technology, a Robot that can heal itself! That is what 
you call a scientific breakthrough... Only the most brilliant of scientists and 
engineers could understand and appreciate the level of advancements invested in 
this robot! Robots with this perk gain a Heal Rate (based on Endurance) but you or 
anyone else receive a 25% penalty to Science and Repair rolls to heal or perform 
maintenance checks on you. Only Robots can choose this Trait. 


Beta Software 

You have been equipped with an experimental operating system and peripherals. 
You get 1 extra Tag Skill, but whenever using ANY tag skill, you must roll against 
Luck or suffer an automatic failure and, in combat, a loss of all APs for that round. 
Only Robots can choose this Trait. 


Built-in Radar 

You have been equipped with a built-in short-range radar system designed for use 
in combat situations, it gives you early warning against attacks, but it tends to 
overwhelm your system, especially when surrounded. In combat you get a +5 
bonus to Sequence, a +1 bonus to your Perception and a +5 to your Armor Class, 
but you receive a 5% penalty to all skill rolls for each person or critter (whether 
friend or foe) within a 10 hex radius of you. Only Robots can choose this Trait. 


EMP Shielding 

You have a dedicated EMP shielding system. It takes you 2 AP to move 1 hex 
because of your heavy equipment, but you have a 50% Resistance to all forms of 
EMP attack. Only Robots can choose this Trait. 


Perk Bot 

Rerouting several of the dedicated skill-base circuits into a newly designed logic 
chip allows advanced AI in a few, select robots. This allows the unit to learn from 
its experience in limited ways. You gain a Perk Rate of 5 (you get to choose a Perk 
every five levels) but receive a 10% penalty to all skills. Only Robots can choose 
this Trait. 


Targeting Computer 

You have been programmed with an onboard targeting computer. All attacks cost 1 
extra AP to perform, but all your attacks are considered targeted attacks and you 
add +15% to your attack rolls and critical chance. Only Robots can choose this 
Trait. 


Tight Nuts 

This robot was built to take the knocks. You get double the base Damage 
Resistance to any attack, but you gain only half the Hit Points back from repairs. 
Only Robots can choose this Trait. 


When you have chosen your Traits, be sure and note their effects on your statistics 
and skills on a sheet of scratch paper, as well as their other effects on your 
character sheet. 


Skills 


Tag Skills 

Every character gets three tag skills to start out with. These skills could best be 
described as the character's "gifted" areas. Every character must take three tag 
skills, and only three, no more, no less (unless the character gets an extra tag skill 
because of a trait). Each tag skill gets an immediate 20% bonus, and a tag skill 
grows twice as fast as a normal skill. When you spend skill points on a tag skill, it 
grows by 2% instead of 1%. 


Skill List 

This is a complete description of skills, and how one finds the base skill 
percentage. Base percentage is figured before ANY other skill adjustments are 
made - from tag skill adjustments, to traits, to addition of skill points. Skill points 
are added only after a character goes up a level (see Advancement in Part III). For 
the sake of our examples, an "average" character has a 5 for each Statistic. 


Small Guns 

This skill covers the use of bows, pistols, sub-machine guns, rifles, and shotguns. 
The higher your Small Guns skill, the easier it will be for you to hit your target, and 
the longer the effective range you will have in combat. 

Initial level: Starting Small Guns skill is equal to 5% + (4 X AG). Average starting 
characters will have a 25% Small Guns skill. 


Big Guns 

This is the skill of flamethrowers, miniguns, rocket launchers, heavy machine guns, 
and other large support weapons. If it's a large weapon, you can count on Big Guns 
being the skill rolled against. Like Small Guns, the better your skill, the easier it 
will be to hit your target, and the longer the range of your shot. 

Initial level: Starting Big Guns skill is equal to 0% + (2 X AG). Average starting 
characters have a 10% Big Guns skill. 


Energy Weapons 

The use of energy weapons is not a very common skill in the post-nuclear world. 
Energy weapons were just coming into actual warfare when the world blew up. 
Lasers and plasma weapons are covered by the Energy Weapons skill. Basically, if 
it uses an energy cell or power pack, and not cartridge ammunition, it falls under 
this skill. 

Initial level: Starting Energy Weapons skill is equal to 0% + (2 X AG). Average 
starting characters will have a 10% Energy Weapons skill. 


Unarmed 

This is the skill of beating people up with your fists and feet. The better you are at 
this skill, the more likely you are going to hit them in combat. This skill also covers 
the use of weapons that enhance unarmed combat such as brass knuckles, spiked 
knuckles, and the legendary Power Fist. At higher skill levels, you will learn new 
techniques of fighting. Everyone starts with a good Unarmed skill, since the basic 
concept is pretty simple. 

Initial level: Starting Unarmed skill is equal to 30% + (2 X (AG + STR)). Average 
starting characters will have a 50% in Unarmed Combat. 


Special Unarmed Attacks 


These attacks only become available to the true student of the unarmed arts. The 
requirement for each attack is listed, along with a description of the attack and the 
damage incurred. 


Primary and Secondary Punch Attacks 


Strong Punch 

Effects: +3 damage 

AP Cost: 3 

Requires: Unarmed 55%, Agility 6 


Hammer Punch 

Effects: +5 damage, +5% critical chance 

AP Cost: 3 

Requires: Unarmed 75%, Agility 6, Strength 5, Level 6 


Haymaker 

Effects: +7 Damage, +15% critical chance 

AP Cost: 3 

Requires: Unarmed 100%, Agility 7, Strength 5, Level 9 


Jab 

Effects: +3 damage, +10% critical chance 

AP Cost: 3 

Requires: Unarmed 75%, Agility 7, Strength 5, Level 5 


Palm Strike 

Effects: +7 Damage, +20% critical chance, armor piercing (ignores armor class 
when dealing damage) 

AP Cost: 6 

Requires: Unarmed 115%, Agility 7, Strength 5, Level 12 


Piercing Strike 

Effects: +10 damage, +40% Critical chance, armor piercing 
AP Cost: 8 

Requires: Unarmed 130%, Agility 7, Strength 5, Level 16 


Primary and Secondary Kick Attacks 


Strong Kick 

Effects: +5 damage 

AP Cost: 4 

Requires: Unarmed 40%, Agility 6 


Snap Kick 

Effects: +7 Damage 

AP Cost: 4 

Requires: Unarmed 60%, Agility 6, Strength 6, Level 6 


Power Kick 


Effects: +9 Damage, +5% Critical chance 
AP Cost: 4 
Requires: Unarmed 80%, Agility 6, Strength 6, Level 9 


Hip Kick 

Effects: +7 Damage 

AP Cost: 7 

Requires: Unarmed 60%, Agility 7, Strength 6, Level 6 


Hook Kick 

Effects: +9 Damage, +10% critical chance, armor piercing 
AP Cost: 7 

Requires: Unarmed 100%, Agility 7, Strength 6, Level 12 


Piercing Kick 

Effects: +12 Damage, +50% Critical chance, armor piercing 
AP Cost: 9 

Requires: Unarmed 125%, Agility 8, Strength 6, Level 15 


Melee Weapons 

This covers the use of most melee weapons. Knives, spears, hammers, and 
crowbars are all melee weapons. Since using simple tools to beat things is 
something fairly innate to human nature, this is usually a pretty high skill. Some 
finely crafted, well balanced or plainly special weapons may give the character a 
bonus to this skill when using them. 

Initial Level: 20% + (2 X (AG + STR)). Average characters will have a 40% skill. 


Throwing 

Whenever a weapon is thrown, this skill gets used. Throwing knives, small rocks, 
and grenades are throwing weapons. If you miss, the object still has to end up 
somewhere. It is possible to throw a weapon and have it end up right at your feet. 
With a knife, it is no big deal. With a grenade or something similar that explodes in 
a painful fashion, that is a really big deal. The maximum distance you can throw a 
weapon is based on your character's Strength, and the type of weapon thrown. 
Initial Level: 0% + (4 X AG). Average characters will have a 20% skill. 


First Aid 

The skill of minor healing. You will be able to heal minor wounds, cuts, and bruises 
with this skill. You can only use it three times a day, and it takes a little while to 
work. You can use it on yourself, or anyone you are feeling particularly nice to at 
the time. 

Initial Level: Starting First Aid skill is equal to 0% + (2 X (PE + EN)). Average 
characters will have a 20% skill. Each use of this skill takes 1d10 minutes and 
heals 1d10 Hit Points. You can attempt to use this skill only thrice a day on any 
single person or critter. For more information, see Healing in Combat: Damage and 
Death. 


Doctor 
A more advanced form of healing. You can heal serious damage and crippled limbs 
but not poison or radiation damage. Using this skill takes a while to perform. Every 


crippled limb will add to the time required to use the Doctor skill. You can play 
Doctor with yourself (except if you are Blind), or any other person / critter you 
choose to be kind to. In addition, a character can deal 2d10 hit points in 1 hour by 
successfully using the Doctor skill. You can attempt to use the Doctor skill only 
twice a day on any single person or critter. 

Initial Level: Starting Doctor skill is equal to 5% + (PE + IN). Average characters 
will have a 15% skill. 


Sneak 

The skill of being able to move quietly or out of sight. When you are sneaking, 
other people will be less likely to notice you - at a distance. If you get too close toa 
dangerous creature, now matter how good you are at sneaking, they will notice 
you. Of course, whether someone notices you is based on what direction they are 
facing, the amount of light in the area, the amount of cover you have, and a hell of 
a lot of luck. Such is the life of a thief. Successfully sneaking up on a person means 
you get a bonus should you want to try to steal from them. The bonus to steal while 
sneaking is around 40% or so, but really depends on the surroundings and 
circumstances. The Sneak skill is rolled once every minute or every few feet while 
the character continues to sneak. 

Initial Level: Starting Sneak skill is equal to 5% + (3 X AG). Average characters 
will have a 20% Sneak. 


Lockpick 

If you need to open locks without the proper key, this is the skill for you. Use it to 
get what you want, but other people don't want you to have. Having an actual 
lockpick will improve your chances, but it is not necessary. There are two types of 
locks in the Fallout world: normal and electronic. Lockpicks work against normal 
locks, but to even attempt an electronic lock, you need an electronic lockpick. 
Certain locks can be harder to pick than others, and certain locks require that the 
picker has a lockpick. 

Initial Level: Starting Lockpick skill is equal to 10% + (PE + AG). Average 
characters will have a 20% skill. 


Steal 

The art of removing things from a person or an object without being noticed. Even 
if you succeed, there is a chance that the critter might notice you. Larger objects 
are more difficult to steal than smaller objects. The more objects you try to steal, 
the more likely you are to get noticed. You cannot steal objects a person is using 
(guns they are holding in their hands, armor they are wearing on their body, etc). If 
you try to steal from a person, it might be a good idea to stand behind them so they 
can't see you as well. 

Initial Level: 0% + (3 X AG). The average character will have a 15% Steal skill. 


Traps 

Not only does the Traps skill involve setting and disarming devices that cause 
harm to others, but it also covers setting, timing, and handling explosives. The 
higher your Traps skill, the less likely it is a bomb will blow up in your face, a huge 
rock will crush your party, and the more likely it is that the timer you just set will 
go off when you want it to. 

Initial Level: 


Starting Traps skill is equal to 10% + (PE + AG). Average characters will start with 
a 20% Traps skill. 


Science 

Science is the skill of working with electronic devices such as computers. It also 
covers how intuitive a character is. Characters with a high Science skill will notice 
things that others might miss, and characters who actively apply their Science skill 
to tasks can intuit answers to problems. Science skills are used when rolling to use 
(or break into) computers, determine what part a vehicle might need to run 
properly again, or to notice a vein of silver in an otherwise unremarkable rock. 
Science skill can also be used like First Aid to repair robots. 

Initial Level: Starting Science skill is equal to 0% + (4 X IN). Average characters 
will start with a 20% Science skill. 


Repair 

Repair is the practical application of the Science skill. As things are constantly 
breaking in the wastes, and there aren't customer service hotlines anymore, a 
person with a high Repair skill is always good to have around. Repair covers fixing 
all manner of mechanical things, from guns to vehicles, and can also be used to 
intentionally sabotage or disable mechanical things. The Repair skill can also be 
used like Doctor to repair robots. 

Initial Level: Starting Repair skill is equal to 0% + (3 X IN). Average characters 
will start with a 15% Repair skill. 


Pilot 

The skill of operating various kinds of motor vehicles, from cars to tanks to jeeps to 
vertibirds, airplanes, and helicopters. Characters with high pilot skills can take 
vehicles places that other characters couldn't, and just might avoid rolling that 
Highwayman when they hit that pothole. 

Initial Level: Starting Pilot skill is equal to 0% + 2X (AG + PE). Average characters 
will start with a 20% skill. 


Speech 

The skill of dialogue. The better your Speech skill, the more likely you will be able 
to get your way when talking to people. When there is a chance that an NPC might 
take your word, believe your lie, or just follow your instructions, this is the skill 
that is used. 

Initial Level: Starting Speech skill is equal to 0% + (5 X CH). Average characters 
will have a 35% skill. 


Barter 

The skill of trading. In the postnuclear world, currency is not commonly used. 
Barter will allow you to get more for less when trading equipment, weapons, and 
other items. A high Barter skill will lower the prices you pay for items you 
purchase, and increase the money you get for selling excess equipment. A good 
Barter skill isn't important if you're killing everyone, but it certainly is a valuable 
skill for the non-berserkers out there. 

Initial Level: Starting Barter skill is equal to 0% + (4 X CH). Average characters 
will have a 20% skill. 


Gambling 

The Gambling skill covers a knowledge of and adeptness at games of chance. 
Someone with a high Gambling skill tends to win these games more often, or might 
notice if the game is dirty or rigged. 

Initial Level: Starting Gambling skill is equal to 0% + (5 X LK). The average 
character will start with a 25% Gambling skill. 


Outdoorsman 

This is the skill of outdoor living and survival in hostile environments. Basically, 
what they teach in Boy Scouts and Girl Scouts, modified for the postnuclear world. 
Outdoorsman has many uses, from finding food and water in the middle of a vast 
wasteland to avoiding hostile creatures to knowledge about what plants and 
animals will help you or kill you. It's always good to have someone in the party 
who's an avid outdoorsman. 

Initial Level: 0% + (2 X (EN + IN)). Average Characters will start with a 20% 
Outdoorsman skill. 


Advancement 
After killing enough critters and doing enough tasks, characters will advance in 
levels. The table for advancement is shown below. 


Level XP Required 


1 0 

2 1,000 

3 3,000 

4 6,000 

5 10,000 
6 15,000 
7 21,000 
8 28,000 
9 36,000 
10 45,000 
11 55,000 
12 66,000 
13 78,000 
14 91,000 
15 105,000 
16 120,000 
17 136,000 
18 153,000 
19 171,000 
20 190,000 
21 210,000 


22+ 40,000 more XP per level 


In addition, a character gets 3 + (1/2 EN, rounded down) to their maximum HP 
total and 5 + (2 X IN) skill points to distribute among their skills. Note that skills 
do not always increase at the same rate. The cost in points to raise a particular 
skill by one percentage point is listed on the table below. See also Intelligence, 
above. 


Skill Progression 

Current % Cost to Increase (SP) 
1-100 1 

101-125 2 

126-150 3 

151-175 4 

176-200 5 

201+ 6 


Advancement: Perks 

Every few levels, characters gain a perk. Perks represent knowledge they've 
acquired traveling through the wasteland. Perks can affect stats, skills, secondary 
stats, and sometimes just do strange things. Some will require a creative 
Gamemaster to implement. Perks do have level and statistic requirements at times. 
Some perks can be added more than once; they have "ranks." A perk with 2 ranks 
can only be chosen twice. A complete list of perks is below. Occasionally, there are 
perks one can earn that are not on this list. These are special perks, and should not 
be treated lightly! Remember that robots never get Perks, even special ones. 


Action Boy (or Girl) 

Your character knows how to make the most out of every moment. For each rank of 
this perk, the character gets an additional Action Point each combat turn. 

Ranks: 2 

Requirements: Agility 5, Level 12 


Adrenaline Rush 

You have a fear of death that allows you to fight harder when you are wounded. 
When your character's HP drop below 50% of their maximum, your character gains 
a +1 Strength bonus, but cannot go above the racial maximum. 

Ranks: 1 

Requirements: Strength 1-9, Level 6 


Almost Perfect 

All SPECIAL primary statistics that are below 9 are raised to 9. 
Ranks: 1 

Requirements: Level 30 


Animal Friend 

Your character spends a lot of time with animals. A LOT of time. Animals will not 
attack one of their friends, unless the animal is threatened or attacked first. 
Ranks: 1 

Requirements: 5 Intelligence, 25% Outdoorsman, Level 9 


Awareness 

You know exactly what is going on in combat. This perk gives you more information 
when you examine a critter. You can see their exact number of hit points and the 
weapon they are armed with, if any. 

Ranks: 1 

Requirements: Perception 5, Level 3 


Bend the Rules 

With this perk, the next time your character gets to choose a perk, they can ignore 
all restrictions except for race. You rule! 

Ranks: 1 

Requirements: Luck 6, Level 15 


Better Criticals 

Your shots somehow hurt more than usual. The critical hits you cause in combat 
are more devastating. When you do a critical hit that does not kill outright, your hit 
does 150% normal damage (in addition to any damage bonuses already gained). In 
addition, your chance to cause damage to a limb is increased by 50%. If you 
critically hit for 40 points of damage, for instance, you would instead deal a 
whopping 60 points. OUCH! Mutants cannot choose this perk. 

Ranks: 1 

Requirements: Perception 6, Luck 6, Agility 4, Level 9 


Black Widow/Lady Killer 

You do +10% damage against opponents of the opposite sex. You'll also sometimes 
have access to unique dialogue options when dealing with the opposite sex. 
Ranks: 1 

Requirements: Level 3 


Bluff Master 

You are the king or queen of smooth talking. Whenever you are caught stealing, 
your character can automatically talk his or her way out of the situation. 

Ranks: 1 

Requirements: Charisma 3, Level 9 


Bone Head 

You have a very thick skull, just like your mother always told you. With the first 
rank of this perk, you get a 50% chance to avoid being knocked unconscious. With 
the second rank, that chance increases to 75%. 

Ranks: 2 

Requirements: Strength 7, Level 6 


Bonsai 

Through careful nurturing, you have a small fruit tree growing out of your head. 
Now you have a steady supply of fruit! Only Ghouls can choose this perk. 
Ranks: 1 

Requirements: Outdoorsman 50%, Science 40%, Level 12 


Bonus HtH Attacks 

Your character has watched Jackie Chan and Bruce Lee and managed to learn a 
thing or two. Your character can make more hand-to-hand or melee style attacks 
per combat turn with this perk. The AP cost to use a HtH or Melee attack is 
reduced by 1. 

Ranks: 1 

Requirements: Agility 6, Level 15 


Bonus HtH Damage 

You have learned a special technique to deal more damage with your fists and 
melee weapons. Your character gains a +2 bonus to Melee Damage for each level 
of this perk. 

Ranks: 3 

Requirements: Agility 6, Strength 6, Level 3 


Bonus Move 

You have learned to take longer strides in combat. For each level of this perk, your 
character can move 2 more hexes in combat. The first two hexes a character moves 
do no cost any APs. 

Ranks: 2 

Requirements: Agility 5, Level 6 


Bonus Ranged Damage 

You know just where to hit to make it hurt more. Every bullet that successfully hits 
the target does +2 damage for each rank of this perk. Deathclaws and Dogs cannot 
choose this perk. 

Ranks: 2 

Requirements: Agility 6, Luck 6, Level 6 


Bonus Rate of Fire 

Your trigger finger is a little faster than normal. Each ranged weapon attack costs 
one less AP to perform. 

Deathclaws and Dogs cannot choose this perk. 

Ranks: 1 

Requirements: Agility 7, Intelligence 6, Perception 6, Level 15 


Bracing 

You know how to brace large weapons while you are standing. When applicable, 
you get a bonus for using a tripod just by holding a weapon in your hands. 
Deathclaws and Dogs cannot choose this perk. 

Ranks: 1 

Requirements: Strength 7, Big Guns 80%, Level 3. 


Break the Rules 

When you choose this perk, you may choose any perk next time, regardless of 
requirements or race. 

Ranks: 1 

Requirements: Luck 6, Level 21 


Brown Noser 

You’ve learned how to suck up to your superiors. You get +1 Charisma for reaction 
roles when dealing with authority figures for each rank of this perk. Dogs and 
Deathclaws cannot brownnose. 

Ranks: 2 

Requirements: Charisma 5, Intelligence 6, Level 2 


Brutish Hulk 
With this perk, you gain double the normal hit points when you go up a level. Only 


Deathclaws can choose this perk. 
Ranks: 1 
Requirements: Strength 7, Endurance 5, Level 6 


Cancerous Growth 

The radiation has mutated you so badly that you thrive in the wastes. You gain a 
+2 bonus to your healing rate, and can regenerate a crippled limb in 48 hours. 
Only Ghouls can choose this perk. 

Ranks: 1 

Requirements: Strength < 7, Level 6 


Cautious Nature 

Your character has learned to be wary of the world around him. His Perception is 
increased by +3 when determining where he begins in random encounters. 
Ranks: 1 

Requirements: Perception 6, Level 3 


Chemist 

When your character has had time to doctor up any chems in their inventory, all 
beneficial effects last twice as long while detrimental effects last only half as long 
as usual. 

Ranks: 1 

Requirements: First Aid 50%, Doctor 40%, Level 15 


Child At Heart 

The Child at Heart perk greatly improves your interactions with children, usually 
in the form of unique dialogue choices. 

Ranks: 1 

Requirements: CH 4, Level 3 


Commando 

While using a rifle (or similar two-handed weapon) you receive an additional 25% 
to hit. Deathclaws and dogs cannot choose this perk. 

Ranks: 1 

Requirements: Level 9 


Comprehension 

Looks like all those study skills courses paid off. With this perk, your character 
gains 50% to the number of skill points earned when reading educational books. 
Books that normally give you 10 skill points now give you 15. Dogs cannot choose 
this perk. 

Ranks: 1 

Requirements: Intelligence 6, Level 3 


Computer Whiz 

With this perk your character may keep attempting to hack a terminal even though 
the computer has initiated user locked-out protocols. 

Ranks: 1 

Requirements: IN 7, Science 90%, Level 18 


Concentrated Fire 

With this perk, multiple attempts to target a specific body part give you a 
cumulative +5% bonus chance to hit, meaning each consecutive targeted shot to 
that same area once more increases the chance to hit by +5%. 

Ranks: 1 

Requirements: Small Guns 75%, Energy Weapons 75% 


Contract Killer 

This perk allows you to take to cut identifying markings or take signature items 
from a good character's corpse and sell it to an evil vendor for proof and profit. 
Ranks: 1 

Requirements: Level 15 


Crazy Bomber 

Your luck with explosives is legendary. Characters with this perk who fail to set an 
explosive properly will know immediately, and that explosive will not go off or 
detonate - it will be reset, so the Bomber can try again. 

Dogs and Deathclaws cannot choose this perk. 

Ranks: 1 

Requirements: Traps 60%, Intelligence 6, Level 9. 


Cult of Personality 

Everybody likes your character. Instead of getting a negative modifier for the 
"wrong" kind of karma, you get a positive modifier. Bad people like good 
characters, and good people like bad characters. Good still likes good and bad still 
likes bad. Go figure. 

Ranks: 1 

Requirements: Charisma 10, Level 12 


Death Sense 

Your senses are very well developed. You gain a +2 bonus to Perception in the 
dark, and penalties for light levels are reduced by 50%. You also gain a 25% bonus 
to detecting enemies who are sneaking around. Only Deathclaws can choose this 
perk. 

Ranks: 

Requirements: Intelligence 5, Level 4 


Demolition Expert 

Your character has learned how to handle explosives like a pro. For characters that 
like to blow things up, there is nothing better than this perk. Explosives set by this 
character do 50% more damage and will always detonate on time. 

Deathclaws and Dogs cannot choose this perk. 

Ranks: 1 

Requirements: Agility 4, Traps 90%, Level 9 


Die Hard 

You won’t go down without a fight! When your hit points drop below 20% of your 
maximum, you get an additional 10% Damage Resistance to all types of damage. 
Ranks: 1 

Requirements: First Aid 40%, Endurance 6, Level 2 


Divine Favor 

A higher power has taken a liking to you. Anytime a roll fails, you have the option 
of re-rolling, but you must accept the results of the re-roll (you cannot re-roll a re- 
roll). You can only invoke your higher power once in a 24-hour period. 

Ranks: 1 

Requirements: Charisma 8, Level 15 


Dodger 

Your character has developed into a slippery little rat. This perk will lower your 
character's chances to be hit in combat. Armor class increases by +5 for each 
rank. 

Ranks: 2 

Requirements: Agility 6, Level 9 


Driving City Style 

Your character has picked up some aggressive driving techniques. She gets a 
onetime 30% bonus to Pilot skill, and any rolls against stats made while behind the 
wheel get a +2 bonus. Deathclaws and Dogs cannot choose this perk. 

Ranks: 1 

Requirements: Perception 6, Agility 5, Level 9 


Drunken Master 

You fight better when you are drunk. You receive a 20% bonus to your Unarmed 
skill when under the influence of alcohol. 

Ranks: 1 

Requirements: Unarmed 60%, Level 3 


Earlier Sequence 

Your character will be more likely to move before other characters and critters in 
combat with this perk. Each rank of this perk increases a character's Sequence by 
+2. 

Ranks: 3 

Requirements: Perception 6, Level 3 


Educated 

Every rank of this perk will add +2 skill points when your character gains a level. 
Ranks: 3 

Requirements: Intelligence 6, Level 6 


Empathy 

You get a better idea of what to say to an NPC with this perk. 

The GM must warn you when dialogue will be interpreted the wrong way. 
Ranks: 1 

Requirements: Perception 7, Intelligence 5, Level 6 


Entomologist 

With the Entomologist perk, you do an additional +50% damage every time you 
attack a mutated insect, like the Radroach, Giant Ant, or Radscorpion. 

Ranks: 1 


Requirements: Intelligence 4, Science 40%, Level 3 


Explorer 

This perk will make it more likely that your character will find those strange and 
interesting encounters and items. It is up to the GM to decide what those items 
and encounters are. 

Ranks: 1 

Requirements: Level 9 


Faster Healing 

Characters heal faster with faster healing. For each rank of this perk, your 
character gains a +2 to the Healing Rate statistic. 

Ranks: 3 

Requirements: Endurance 6, Level 3 


Flexible 

Years of exercise have made you very supple. It only takes you 1 AP to change your 
stance in combat. 

Ranks: 1 

Requirements: Sneak 60%, Agility 6, Level 3 


Flower Child 

You are much less likely to be addicted to chems (50% less likely, actually) and 
suffer % the withdrawal time as a normal person. 

Ranks: 1 

Requirements: 5 Endurance, Level 9 


Fortune Finder 

Random encounters yield more money. Of course, you have to take it off the cold, 
dead bodies of your opponents. 

Ranks: 1 

Requirements: Luck 8, Level 6 


Gain Agility 

Through intense training you've increased your Agility by +1 permanently. 
Ranks: 1 

Requirements: Agility below racial max, Level 12 


Gain Charisma 

Through intense training you've increased your Charisma by +1 permanently. 
Ranks: 1 

Requirements: Charisma below racial max, Level 12 


Gain Endurance 

Through intense training you've increased your Endurance by +1 permanently. 
Ranks: 1 

Requirements: Endurance below racial max, Level 12 


Gain Intelligence 
Through intense training you've increased your Intelligence by +1 permanently. 


Ranks: 1 
Requirements: Intelligence below racial max, Level 12 


Gain Luck 

Through intense training you've increased your Luck by +1 permanently. 
Ranks: 1 

Requirements: Luck below racial max, Level 12 


Gain Perception 

Through intense training you've increased your Perception by +1 permanently. 
Ranks: 1 

Requirements: Perception below racial max, Level 12 


Gain Strength 

Through intense training you've increased your Strength by +1 permanently. 
Ranks: 1 

Requirements: Strength below racial max, Level 12 


Gambler 

This perk adds a one-time +20% to the Gambling skill. 
Ranks: 1 

Requirements: Gambling 50, Level 6 


Ghost 

In areas of darkness, or at night, characters with this perk gain +20% to their 
Sneak skill. 

Ranks: 1 

Requirements: Sneak 60%, Level 6 


Gunner 

You are an expert at firing from a moving vehicle. You do not suffer the normal 
10% penalty when firing from a vehicle in motion. 

Ranks: 1 

Requirements: Small Guns 40%, Agility 6, Level 3 


Gunslinger 

While using a pistol (or similar one-handed weapon) you receive an additional 25% 
to hit. Deathclaws and dogs cannot choose this perk. 

Ranks: 1 

Requirements: Level 6 


Harmless 

Your character's innocent demeanor makes stealing from people a little easier. This 
perk grants a +20% bonus to Steal. Deathclaws cannot choose this perk. 

Ranks: 1 

Requirements: Steal 50%, Karma > 49, Level 6 


Healer 
Fach rank of this perk will increase the number of Hit Points healed by the use of 
First Aid or Doctor skills by 4-10 points (1d6 +4). The second rank adds +8-20 (2 X 


(1d6 +4)). 
Ranks: 2 
Requirements: Perception 7, Agility 6, Intelligence 5, First Aid 40%, Level 3 


Heave Ho! 

For purposes of determining the maximum range of thrown weapons only, this perk 
will increase Strength by +2 for each rank. 

Ranks: 3 

Requirements: Level 6 


Here and Now 

With this perk, your character immediately gains enough experience points to go 
up to the next level. If a character chose this perk at level 9, they would gain 
enough experience points to go to level 10, placing them at a total of 45,001 
experience points. 

Ranks: 1 

Requirements: Level 9 


Hide of Scars 

Your battle-weary flesh has hardened into an armor of its own. You gain +15% to 
all resistances except for fire. 

Only Deathclaws can choose this perk. 

Ranks: 2 

Requirements: Endurance 6, Level 9 


Hit the Deck! 

You react very quickly to the sound of an explosive coming your way. You only take 
4 damage from ranged explosive weapons by increasing your Explosive DR by 
50%. This includes damage from concussion and shrapnel. 

Ranks: 1 

Requirements: Agility 6, Level 3 


HtH Evade 

If your character is not carrying any weapons in either hand, at the end ofa 
combat turn, the character gains 3 points of AC instead of the normal 1 for each 
unused Action Point. 

Ranks: 1 

Requirements: Unarmed 75%, Level 12 


Impartial Mediation 

You gain an extra +25% bonus to Speech checks... As long as you maintain a 
neutral Karma rating. 

Ranks: 1 

Requirements: Charisma 5, Level 9 


Infiltrator 

With this perk, you can attempt to pick a lock even if it's been broken or jammed 
through previous attempts. 

Ranks: 1 

Requirements: Perception 7, Luck 7, Lockpick 75%, Level 18 


Kama Sutra Master 

This perk confers great stamina and skill when doing the dirty. 
Ranks: 1 

Requirements: Endurance 5, Agility 5, Level 3 


Karma Beacon 

Your Karma ran over someone's Dogma. Karma is doubled for the purposes of 
reaction. 

Ranks: 1 

Requirements: Charisma 6, Level 9 


Lawbringer 

Similar to the Contract Killer perk, Lawbringer allows you to cut identifying 
markings or take signature items from an evil character's corpse and sell it to a 
good vendor for proof and profit. 

Ranks: 1 

Requirements: Level 15 


Lead Belly 

With the Lead Belly perk, you take 50% less radiation every time you drink from an 
irradiated water source. 

Ranks: 1 

Requirements: Endurance 5, Level 3 


Leadfoot 

Your reflexes have developed to make you a very fast driver. Of course, that doesn’t 
necessarily mean you are any safer. Characters with this perk can make a vehicle 
go 25% faster than the vehicle’s maximum speed. 

Ranks: 1 

Requirements: Pilot 60%, Perception 6, Agility 6, Level 3 


Leader 

You have some natural leadership abilities and have cultivated them. Any party 
member within 10 hexes of you gains +1 to their Agility, up to their racial max, and 
+5 to their Armor Class. You do not get these benefits - that’s the price of being a 
leader. 

Ranks: 1 

Requirements: Charisma 6, Level 3 


Lifegiver 

Every time your character gains a level, he or she gains an additional 4 HP for 
each level of this perk. 

Ranks: 2 

Requirements: Endurance 4, Level 12 


Light Step 

Characters with this perk are much less likely to set off traps. For purposes of 
triggering a trap, they gain a +4 bonus to Agility. 

Ranks: 1 


Requirements: Agility 5, Luck 5, Level 9 


Living Anatomy 

This perk confers a +10% bonus to Doctor. Since characters with this perk have 
greater knowledge of anatomy, they also do +5 points of damage with every attack 
to living creatures. 

Ranks: 1 

Requirements: Doctor 60%, Level 12 


Loner 

You always were a little different, but now you’ve learned how to use those 
differences to your advantage. Characters with this perk gain +10% to all skill rolls 
when at least 10 hexes away from all of the other members of the party. 

Ranks: 1 

Requirements: Outdoorsman 50%, Charisma < 5, Level 3 


Master Thief 

This perk gives a one-time bonus of 15 points to both the Lockpick and Steal skills. 
Deathclaws and Dogs cannot choose this perk. 

Ranks: 1 

Requirements: Lockpick 50%, Steal 50%, Level 12 


Master Trader 

This perk confers a one-time 30% bonus to your Barter skill. Deathclaws and Dogs 
cannot choose this perk. 

Ranks: 1 

Requirements: Charisma 7, Barter 60%, Level 9 


Medic 

This perk gives a one-time bonus of 10% to First Aid and Doctor. 
Ranks: 1 

Requirements: First Aid OR Doctor 40%, Level 12 


Mental Block 

Mental Block is the ability to tune out any outside mental interference. You must 
have learned this talent from a passing guru, or from a really late night at the bar. 
For purposes of determining range in combat AND finding traps ONLY, your 
character’s Perception is raised by 1, up to the racial maximum. 

Ranks: 1 

Requirements: Level 15 


More Criticals 

Characters with this perk cause more critical hits in combat. Each rank adds +5% 
to the Critical Chance statistic. 

Mutants cannot choose this perk. 

Ranks: 3 

Requirements: Luck 6, Level 6 


Mr. (or Ms.) Fixit 
This perk gives a one-time bonus of 10% to both the Repair and Science skills. 


Deathclaws and Dogs cannot choose this perk. 
Ranks: 1 
Requirements: Repair 40% OR Science 40%, Level 12 


Mr. Sandman 

With Mister Sandman, you can instantly kill any sleeping character you come 
across. 

Ranks: 1 

Requirements: Sneak 75%, Level 12 


Mutate! 

Picking this perk will let you select one of your current Traits to remove. You can 
then pick another Trait. 

Ranks: 1 

Requirements: Level 9 


Mysterious Stranger 

When you select this perk, there is a chance (30% + (2 X LK)) that your character 
will gain a temporary ally, but only in random encounters. The GM will choose that 
ally. 

Ranks: 1 

Requirements: Luck 4, Level 9 


Negotiator 

This perk gives a one-time bonus of 10% to Speech and Barter. Deathclaws and 
Dogs cannot choose this perk. 

Ranks: 1 

Requirements: Barter 50%, Speech 50%, Level 6 


Night Vision 

Your character can see better in darkness when you select this perk. Negative 
modifiers for dark conditions are reduced by 50%. Must be all the carrots you ate.. 
Ranks: 1 

Requirements: Perception 6, Level 3 


Pack Rat 

Each rank of this Perk adds +10 lbs. to your character's Carry Weight statistic. 
Ranks: 2 

Requirements: Level 6 


Pathfinder 

This perk reduces travel time by 25%. You just have a knack for finding those old 
trails and roads. 

Ranks: 1 

Requirements: Endurance 6, Outdoorsman 60%, Level 6 


Pickpocket 

Characters with this perk gain a 25% bonus to their Steal skill for the purposes of 
stealing from other characters or NPCs. Deathclaws and Dogs cannot choose this 
perk. 


Ranks: 1 
Requirements: Agility 8, Steal 80%, Level 15 


Presence 

You gain a +1 bonus to your Charisma for reaction rolls for each rank of this perk. 
Ranks: 3 

Requirements: Charisma 6, Level 6 


Pyromaniac 

This perk will make your character do horrible things with fire - to other people. 
He or she does +5 points of damage with fire-based weapons such as 
flamethrowers, molotov cocktails, napalm, and so forth. 

Ranks: 1 

Requirements: Big Guns 75%, Level 9 


Quick Pockets 

It only takes two action points instead of four to swap equipment in combat. 
Ranks: 1 

Requirements: Agility 5, Level 3 


Quick Recovery 

It only costs you one AP to stand up after being knocked down. 
Ranks: 1 

Requirements: Agility 5, Level 6 


Rad Absorption 

Your radiation level slowly decreases over time. 
Ranks: 1 

Requirements: Endurance 7, Level 27 


Rad Child 

You do not take damage from radiation - in fact, it heals you. You gain an extra +5 
to your Healing Rate when in a source of radiation that gives out 10 or more rads 
an hour. Only Ghouls can choose this perk. 

Ranks: 1 

Requirements: Endurance 6, Level 3 


Rad Resistance 

Each rank of this perk increases the Radiation Resistance of your character by 
15%. 

Ranks: 2 

Requirements: Endurance 6, Intelligence 4, Level 6 


Rad Tolerance 

Minor radiation poisoning has no effect on you. 
Ranks: 1 

Requirements: Endurance 7, Level 24 


Ranger 
This perk adds +15% to Outdoorsman. It also makes finding those special 


encounters and items a little easier. 
Ranks: 1 
Requirements: Perception 6, Level 6 


Road Warrior 

Mad Max doesn’t have a thing on you. You have learned how to drive and shoot at 
the same time. You do not suffer any penalties when driving vehicles and making 
attacks at the same time. Deathclaws and Dogs cannot choose this perk. 

Ranks: 1 

Requirements: Pilot 60%, Intelligence 6, Level 12 


Robotics Expert 

With this Robotics perk, you gain a +25% bonus to damage against any robot that 
you are fighting. If you manage to sneak up on a robot, you can shut it down. This 
perk also allows you to reprogram any deactivated robot. 

Ranks: 1 

Requirements: Science 75%, Level 12 


Salesman 

Your character becomes a better salesman with this perk. +20% to the Barter skill. 
Deathclaws and Dogs cannot be salesmen. 

Ranks: 1 

Requirements: Barter 50%, Level 6 


Scout 

Your character can see further in the wilderness. Maps are easier to read. It is up 
to the GM to determine exactly how this works. Special encounters and items are a 
little easier to find with this skill as well. 

Ranks: 1 

Requirements: Perception 7, Level 3 


Scrounger 

You find more ammo than the normal post-nuclear survivor. You always find double 
the normal ammunition in random encounters. 

Ranks: 1 

Requirements: Luck 8, Level 9 


Sharpshooter 

With each rank of this perk, Perception increases by +2 for the purposes of 
determining the modifiers for range in combat. 

Ranks: 1 

Requirements: Perception 7, Intelligence 6, Level 9 


Silent Death 

Characters with this perk do double damage using HtH or melee attacks if they 
can hit their opponent while sneaking (backstab!) 

Ranks: 1 

Requirements: Agility 10, Sneak 80%, Unarmed 80%, Level 18 


Silent Running 


This perk allows characters to run and sneak at the same time. 
Ranks: 1 
Requirements: Agility 6, Sneak 50%, Level 6 


Slayer 

The slayer walks the earth! In HtH or melee combat, characters with this Perk doa 
critical hit with a successful roll against Luck! 

Ranks: 1 

Requirements: Agility 8, Strength 8, Unarmed 80%, Level 24 


Smooth Talker 

Each rank of this perk will increase your Intelligence by +1 for rolls against that 
Stat when attempting to smooth-talk NPCs. Dogs cannot choose this perk, since 
dogs cannot talk. 

Ranks: 3 

Requirements: Intelligence 4, Level 3 


Snakeater 

This perk adds +25% to Poison Resistance. 
Ranks: 1 

Requirements: Endurance 3, Level 6 


Sniper 

When using a ranged weapon, your character will do a critical hit with successful 
roll against Luck and this perk. Deathclaws and Dogs cannot choose this perk. 
Ranks: 1 

Requirements: Agility 8, Perception 8, Small Guns 80%, Level 24 


Speaker 

This perk gives a one-time bonus of 20% to the Speech skill. Deathclaws and Dogs 
cannot choose this perk. 

Ranks: 1 

Requirements: Speech 50%, Level 9 


Stat! 

You can heal people must faster than the usual wasteland doctor in combat. When 
attempting to help a fallen comrade, it only takes 5 APs to use your skill. 

Ranks: 1 

Requirements: First Aid 75%, Doctor 50%, Agility 6, Level 3 


Steady Arm 

Due to your massive size, burst attacks cost 1 less AP. Only mutants can choose 
this perk. 

Ranks: 1 

Requirements: Strength 6, Level 3 


Stonewall 

If your character is about to be knocked down in combat, he can roll a percentile 
dice and has a 50% chance to avoid that fate. 

Ranks: 1 


Requirements: Strength 6, Level 3 


Strong Back 

Each Rank of this perk increases Carry Weight by 50 lbs. 
Ranks: 2 

Requirements: Strength 6, Endurance 6, Level 3 


Stunt Devil 

You know how to bounce when you hit the ground! You take 25% less damage from 
falling and from vehicle wrecks. In addition, you get a 10% bonus to your Pilot 
skill. Alas, there are no stunt dogs in the Fallout universe. 

Ranks: 2 

Requirements: Strength 6, Endurance 6, Agility 6, Level 6 


Survivalist 

Gain a +25% bonus to the Outdoorsman skill with this perk. 

Ranks: 3 

Requirements: Endurance 6, Intelligence 6, Outdoorsman 40%, Level 3 


Swift Learner 

Each rank of this perk adds an additional 5% (round up) to your character's 
experience points when he earns them. For example, Jack's character Garfield kills 
a Rad Rat (50 XP). He would earn 53 XP instead of the normal 50 at the first rank 
of this perk. 

Ranks: 3 

Requirements: Intelligence 4, Level 3 


Tag! 

Pick an additional Tag Skill. 
Ranks: 1 

Requirements: Level 12 


Talon of Fear 

Venom has seeped into your claws. All of your unarmed attacks carry a Type B 
poison. Only Deathclaws can choose this perk. 

Ranks: 1 

Requirements: Unarmed 60%, Strength 6, Level 12 


Team Player 

You have learned the basic skills of teamwork and sharing. Good for you! 
Whenever all members of the party are within 10 hexes of your character, he or 
she gains +10% to all skills. 

Ranks: 1 

Requirements: Charisma 4, Level 12 


Thief 

This perk confers a one-time bonus of +10% to Sneak, Lockpick, Steal, and Traps. 
Dogs and Deathclaws cannot choose this perk. 

Ranks: 1 

Requirements: Level 3 


Tough Hide 

Exposure to radiation and the harsh wastes has hardened you against the 
elements. You gain +15 to your Armor Class and a +10% bonus to all resistances. 
Only mutants can choose this perk. 

Ranks: 2 

Requirements: Endurance < 8, Level 12 


Toughness 

This perk confers a +10% to Damage Resistance to all types of damage. 
Ranks: 1 

Requirements: Endurance 6, Luck 6, Level 3 


Tunnel Rat 

You crawl like a baby. Well, like a very fast baby. You can move at your normal rate 
(1 AP per hex) while crouching or prone. 

Ranks: 1 

Requirements: Sneak 60%, Agility 6, Level 3 


Way of the Fruit 

You have learned about the mystical healing effects of eating fruit. For 24 hours 
after eating a piece of fruit, your character gains +1 to Perception and Agility. 
Deathclaws and Dogs cannot grasp the mysteries of the fruit. 

Ranks: 1 

Requirements: Charisma 6, Level 6 


Weapon Handling 

This perk adds +3 Strength for the purposes of strength requirements for handling 
and firing weapons. 

Ranks: 1 

Requirements: Agility 5, Level 12 


